REPORT DATE (DD-MM-YYYY)
2. REPORT 
SUPPLEMENTARY NOTES

ABSTRACT
The purpose of this study was to conduct a feasibility study for an assessment in team games. The logic for both individual and team assessment is outlined in a companion report to ONR (O'Neil, Baker, Wainess, Chen, Mislevy, & Kyllonen, 2004) . The goal of the research in general was to produce an analysis to permit the development and application of metrics to assess the impact of participating in a team game environment.
The game environment provides an opportunity to assess key attributes of learning in teams. These include both process and outcome skills for teams. Another form of impact involves the development of social capital among the players. A literature review and frameworks for the measurement of team skills and social capital are included. Finally, a discussion of several issues related to the relationship of DARWARS to combat readiness completes the report.
H1
Executive Summary
The purpose of this study was to conduct a feasibility study for an assessment in team games. The logic for both individual and team assessment is outlined in a companion report to ONR (O'Neil, Baker, Wainess, Chen, Mislevy, & Kyllonen, 2004) . The goal of the research in general was to produce an analysis to permit the development and application of metrics to assess the impact of participating in a team game environment. The game environment provides an opportunity to assess key attributes of learning in teams. These include both process and outcome skills for teams. appropriate, is provided in this report. The goal of the research in general was to produce an analysis to permit the development and application of metrics to assess the impact of participating in a team game environment. The game environment provides an opportunity to assess key attributes of learning in teams. These include both process and outcome skills for teams. Another form of impact involves the development of social capital among the players.
While effectiveness of game environments can be documented in terms of intensity and longevity of engagement, there is much less solid information about what outcomes are systematically achieved by the use of multi-user games to train participants in acquiring technical or strategic material. What is missing is how games should be evaluated at a number of points. First is the degree to which they are designed to foster the key skills and strategies desired. Secondly, the impact of game playing needs to be studied to determine what works, when, and for which players. This report will support the design of an approach that will allow the development of techniques for assessing learning of teams through games.
Literature Review
One of our initial tasks was to conduct a literature review for team games focusing on empirical studies using adults. Six search terms from PsyclNFO were used for the years Tables 3 and 4 provide two examples of the guidelines. It is recommended for DARWARS team performance assessment that metrics be developed and an evaluation study using the four levels of Kirkpatrick's (1994) evaluation framework be conducted using her team performance guidelines as design standards.
DARWARS 0088 Report 12/31/04 v.5 Shared mental models--that is knowledge that the team must share so that they can adapt their performance quickly and without much discussion--have been found to be important to effective team functioning. Several approaches to measuring shared mental models in teams have been developed. financial, and physical assets (Hargreaves, 2003) . As may be seen in Figure 1 , social capital consists of trust, collective efficacy, collective effort, teamwork, transparency, and networks between its members and its individual partners. It is recommended that DARWARS also be evaluated using this framework. Table 5 , and DARWARS off-duty training issues are shown in Table 6 . The nature of the DARWARS impact on readiness would differ depending on whether DARWARS is implemented on-duty or off-duty. The same "game" would not be implemented in both environments. Table 5 On-Duty Implementation Issues: Impact on Game • Initial acquisition training -Time available is expressed in hours/days/weeks Table 6 Off-Duty Implementation Issues: Impact on Game the general ability of forces to arrive where they are needed, on time and prepared to effectively carry out assigned mission objectives for which they were designed. The ability of units to be ready on time to carry out their missions, in turn, is a function of having the equipment, supplies, logistics and experienced people with the skills to accomplish assigned tasks. (Finch, 1996) . (as quoted by Orlansky, Hammon, & Horowitz, 1997, p. S-i)
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